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Three dimensional animation, also known as 3D animation, is a new product 
resulting from development of computer hardware and software technology in recent 
years. It is widely used in film, television, education, entertainment and many other 
domains. 
As time goes by, digital painting is replacing the traditional 2D hand animation 
gradually. This is a new epoch of paperless animation. In recent years, three-
dimensional animation technology is not only used in a lot of cartoons，but also used 
in some hit movies. In terms of visual enjoyment, the animation which is using three-
dimensional technology will be more real and vivid than the two-dimensional 
animation, and it suits the aesthetic needs of today's people. 
Bases on the three dimensional-animation short film "The journey", this passage 
tries to create a vivid 3D animation character to display. It discusses the entire process 
of designing and creating of the original drawing according to the script, establishing 
the character model by computer, and outputting the animation in the end. 
In the beginning, the dissertation simply introduces the general theory of 
designing character based on the project background and methods of character 
creating by computer 3D technology; then the thesis talks about the process of 
designing and creating the character original drawing; the thesis goes further to 
introduce the character creating method in detail based on the original painting and 
how to achieve it by soft ware technology which includes the modeling, giving the 
characterizations of material of mapping, lighting debugging, character bindings and 
animation of model; and adjustment of the model after rendering output to complete 
the creating of animation. 
This dissertation analyses the significance and advantages of using the computer 
3D technology to create characters based on the function and design philosophy of 
animation character. And then using the "The journey" as the project background  to 
studying a complete process of 3D character creating which is including theoretical 
basis, creating methods and solutions, etc. Finally, the paper shows that the future of 
what kind of influence the computer 3D technology will bring to the character 
animation and making development. 
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